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@ matFloor
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[aw physicsMaterials
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§g Connection

[a® Scenes
R InitialCondition
R SampleScene

[aw Scripts
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Update()
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14 0@1?1.1’!5}?—]0)%%] (true@tésetVelocity’&%ﬁ‘ééﬁ%
3 EDER
15 public bool blindness = false;
16
17 //BEICEHRELTHSORM (sec)
3 EDER
18 private float timeW = 0f;
19
20 //BRERA RIV—IVEENICT B/ (sec)
(R(EOE:
21 \ private float blindtime_after_wallhit = 0.8f;
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manageWall()
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0 fEnsR

void Update ()

{
/ /I8 & EEDER
pos = this.transform.position;
vel = this.rb.velocity;

Rebound (); //EFRHE
LimitVelocity (); / / RE PR
setGravity(); //ENDERE

@mageWall( ): //EEEDEREE

)

//BE & R#%. blindness#&true& L.

//—ERER@#%. blinedness#falsell®Ed .

1{EDSR

(fﬁFivate void manageWall(){ “‘\\

timeW += Time.deltaTime;

if(timeW < blindtime_after_wal
blindness = true;

telse{
blindness =

false;

}

thit){

. _/
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158 /I BEDHE SetVelocity(v)

0 BoEsR
159 public void SetVelocity(Vector3 v){
160
161 (//blindness/ﬁtrueﬁfilfh(iﬁg’&ﬁﬁd'éo (2024.6.24)
162 if(!'this.blindness){
163 this.rb.velocity = v;
164 this.vel = this.rb.velocity;
165 \\¥} 4//
166
167 ¥

181 [/EANDERZRMT S E. timeWZOICEH,

0 HoEmE
182 ///;Eid OnCollisionEnter(Collision hit)
183 {

184 if(hit.gameObject.tag == "wall")
185 {

186 timeW = 0; AOnbij(jCa—JF: '

187 }
188 } OnCollisionEnter()
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AT 7IEEE HEHE2

JL—IL 3)

251781 (JL—IL3)

//)Lb—IL2DEH

if (rule2) {
ApplyRule2 ();

}

//)L—IL3DEH

if (rule3) {
ApplyRule3 ();

}
ApplyRules()

BoidRuleManager rule;

rule.SetBoid(thi
rule.ApplyRule();

Update()
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a’=(x - ax,y - ay)

REMMICIERIESNIIEERT ML
na’=((x-ax)/D,(y-ay)/D)

XAF47IEEE EH2




HENT ML

§ EEAY R
a’=(x-ax,y - ay)

BH (c2) BN UL=RTRE T, ...
v2’ = (VX, vy, vz) + ¢2 * (x-ax, y-ay, z-az) / D
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<float> c2
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SingleBoid

<Vector3> pos
BINA RD=RITHE
<Vector3> vel
BN RDREE
<float> neighbor_space

FIRA N OEERAIR SR BR At

void SetVelocity(Vector3 v)

EEFHAY VR

AT 7IEEE HE2

IL=IL2 (57Ef) DRZE

for(int i=0;i<pop;i++)

M1 R i
for(int j=0;j<pop;j++)

=

neighbor_space
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(boid[i].pos - boid[j].pos)

float D =

RS NIBIENRT ML

Vector3.Distance(x,x);

boid[i].pos ‘ (boid[i].pos - boid[j].pos) / D
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private void ApplyRule2() |2)31%cH3REc2EAVWTRETZHAICEEEBELET .

{ i BEDRA FOfiiB%iposé T 3.
for(int i=0;i<pop;i++ i BEORC FOEMRRHES
Vector3 ipos = boid[i].pos; | ineighbor_space&d 3.
float ineighbor_space = boid[i].neighbor_space;

for(int j=0;j<pop;j++){ JEEDORA Fofi

Vector3 jpos = boid[j].pos; BZiPosET 5. RLRiERIRjD
float dis = Vector3.Distance(ipos,jpos); | iEs% dis& 9 3.

. | ineighbor_space% {
if (1. EMRFEHOYE Wl | scxusszsy

%8 c2. ipos * jpos * dis&{E>
T. RA FiDEE%E#H.
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BEHEINEEERT ML (v1)

vl’ = (e3*wx+(1-c3)*vx,

c3*wy+(1-c3)*vy)
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BEHESNEEEXT ML (v1) A

v = (c3*wx+(1-c3)*vx, [
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BEZHEUEENT ML (v2)
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private voic ApplyRu1e3()
{

for(int i=0;i<pop;i++ i %H DRA ROMIE « EFE - tR5EEEHE

Vector3 ipos = boid[i].pos; ) ) ..
Vector3 ivel = boid[i].vel: | ZiPOs,ivel, ivision_space& 9 %.

float ivision_space = boid[i].vision_space;

Vector3 velSum = Vector3.zero; - —
velSum: tRERR A FDZEEREF

for(int j=0;j<pop;j++){ —
Vector3 jpos = boid[j].pos; | JIBEBHDKRA Fodii

Vector3 jvel = boid[jl.vel; | E#kjpos& T 3.
float d = Vector3.Distance(ipos,jpos);
diCET2FEDBAVET,

count, velSum|{cx}d
ANBEEETT.

HaIE B 3 EFE->T. | BEOR
N | - ouermsiisy,

boid[i].SetVelocity (N
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